VALLEY 

RESCUE 

We kick off this month with a plea Dossier. Probe is monthly, and costs 
for a penpal. Krystof Struszczak of £1 per issue, cheques payable to S. 
Lodz in Poland, would very much like Sharkey at 78 Merton Road, Wigan, 
to correspond with someone from WN3 6AT. For the ACL Dossier, you 
England, to exchange information ab- must be a member of the club. The 
out working with a Commodore 64, annual subscription is currently 
and chat about the computer and £14.95, for which you get the bi¬ 
adventure scene in the UK. Anyone monthly Dossier, plus use of a phone- 
who would like to get in touch with in Helpline, discount mail-order 
Krystof should write to me at The adventures, and an advisory service 
Valley, with brief details of age and on publishing your own games. ACL 
interests, and I will send on suitable application forms are available from 
re P lies - The Valley, or from ACL direct at 64c 

“Dear Saviour” wrote Tony Griffin Menelik Road, London NW2 3RH. 
from Dublin, going on to explain the Incidentally, the rates quoted for both 
trouble he is having with Crystals Of these publications apply only to the 
Cams. But saviour I was not, having / UK — for Europe and the rest of the 
not the slightest inkling about what world, check out the price first, 
goes on in the game. Tony wants the Calling Tony Blakeson of Harro- 

crystal ball, and the solution to the gate! I couldn’t answer your Zork 2 
riddle on the island. problem, as you didn’t include your 

Tony, as well as many others, has full address! Yes, everyone who 
been trying to puzzle his way past the writes to The Valley gets a personal 
robotank in Rigel’s Revenge. Puzzle reply—IF we have an address to get 
no more —look at this month’s clues! back to! So there’s a clue in the 

S. Edlington wrote asking for de- appropriate place for Tony, to help 
tails of any adventure fanzines that are him open the box! If you need help, 
around. Two of the most regular and or can offer it, then write to me at The 
reliable are Adventure Probe, run by Valley, Commodore User, Priory 
Sandra Sharkey and Mandy Rodri- 1 Court, 30-32 Farringdon Lane, Lon¬ 
gues, and the Adventurer’s Club Ltd. don EC1R 3AU. 

CAMBELL'S 



Heres a satisfied customer! John || — my local dealers tried every 
Roberts was having difficulty getting §§ source of supply they knew without 
a copy of Zork 1 — so I proposed that success, 

he did just what Rod Cousens recent- The telephone number for Activi¬ 
ty suggested, and mail-order direct sion Mail Order is 0933-78787, should 

from Activision, the result... ? it be of interest to other readers. 

★ Many thanks for your letter re | Once again, many thanks. 

Activision and Zork 1 for the 64. John Roberts, 

I contacted Activision and they Stoke on Trent, 
referred me to their mail-order de¬ 
partment in Wellingborough. I am CampbeU’s Comment: Glad to be of 

delighted to say that I received Zork service, John. And equally glad to 

1 this morning, and am bursting to get see that Infocom games CAN still 

at ^J; be obtained. Strange, though, that 

Thank you very much for your help J dealers can’t supply 


Do you buy an adventure ‘blind’ in 
U the hope that you will enjoy it, or do 
you read up on it first? Reviews are 
still the subject of discussion in the 
Valley mail — here’s Gareth: 

★I rarely buy a game without reading 
all the reviews of it in all the maga¬ 
zines I read. Daniel Griffiths said he 
prefers to buy games on intuition 
rather than reviews. How can you 
know the lastability of the game, or 
the difficulties of its problems 
through intuition? A quick look at it in 
|l your local stockists is not enough for 
an adventure game — you must play 
it for a long time. Many hours or even 
days of play are required. Reviewers 
like yourself are paid to do this. This 
is what reviews were invented for, to 
■ tell the prospective buyer if his 
money will be well spent. I feel 
Daniel’s way of buying games could 
i be expensive, by depending on trial 
f| and error to find a good one. 
jj Gareth Williams, 

Swansea. 

Campbell’s Comment: Hear! Hear! 
Anything to keep us reviewers in 
business, Gareth. And in the main, 
it is cetainly true that adventure 
j§ games (as opposed to arcade 
games) get played for many hours 
| or days before a review. For exam¬ 
ple, I played Corruption for more 
jj than fifteen hours, over a period of 
|| a week, before writing the review 
j you see in this issue. 

Choosing which adventure to buy 
is one thing — but how on earth do 
you choose which adventure is the 
best of the year? Who is qualified to 
judge? 

Various magazines have annual 
awards for games. Some magazines 
decide for themselves which are the 


best. Hmm... could that be a dubious 
choice? Or is the now-famous C+VG 
Golden Joystick award the most 
democratic? Votes on games in all 
categories are open to all readers. 
What could be fairer? But adventure 
players should just stop to think for a 
moment. 

Imagine you are one of the majority 
of readers, (i.e. an arcade player) 
filling out the voting form. Well, you’d 
be bound to pencil something in 
against ‘Best Adventure’, wouldn’t 
you? After all, you’re street-wise as 
far as computer games go — there’s 
not much you don’t know about ’em, 
is there? Could it be, then, that the 
Best Adventure Of The Year is ulti¬ 
mately decided by people who have 
never actually played ANY adven¬ 
ture, let alone the ones for which they 
are voting? 

Which takes us on to adventure 
fanzines and clubs — surety a hotbed 
of enthusiasts who know their stuff? 
But all is still not plain sailing! There 
are those who don’t have disk drives, 
and those who don’t have cassette 
players! And how do you judge one 
game against another, irrespective of 
price? Perhaps there should be price 
categories, or disk and tape categor¬ 
ies? 

On reflection, might not the best 
judges be the reviewers after all, 
who, let’s fact it, have seen more 
adventures than most people have 
had hot dinners, combined in a 
panel? “Ah — but!” I hear you say, 
“Reviewers are notorious for never 
having time to actually COMPLETE 
adventures — so how can they know 
how good it really is — all the way 
through?” 

Or could it be that there is no such 
1 thing as a Best Adventure? 

















AT LAST/ 

TAPE LOADING PROBLEMS 

NOW ELIMINATED 

WITH 

mm 


IT 



» L.E.D. LIGHTS FOR ELECTRONIC TUNING 
PERMANENT ADJUSTING KNOB 


ACHIEVES 100% LOADING 
SUCCESS EVEN ON THE MOST 
OBSTINATE TAPES 


LOAD IT GIVES YOU: 


★ 100% LOADING SUCCESS 

★ PERMANENT HEAD ALIGNMENT ADJUSTMENT 

★ L.E.D. LIGHTS FOR EASY TUNING TO 

OPTIMUM SIGNAL 

★ GUARANTEED FOR ONE YEAR 

★ APPROVED BY LEADING SOFTWARE HOUSES 



ENQUIRIES TO: 

MILLS ASSOCIATES LTD 
WONASTOW ROAD 
j MONMOUTH 
GWENT NPS 4YE 
TEL: 0600 4611 


Please send_LOAD-IT/S 

NAME:_ 

ADDRESS:_ 

-—POSTCODE: _ 

I enclose £-cheque inc. P&P made payable to 

MILLS ASSOCIATES LTD or debit my ACCESS/VISA card 
Expiry date_No I 1 I II I I I I I 1 I I I I I 




























































# Tips 



So you've got a problem - a 
software problem that is. Who 
can you turn to for help? 
Deidre? Marj Proops? Katie 
Boyle? Naaah. They're more 
interested in solving hardware 
problems. Tommy's more of a 
technical man . . . Tell you 
what, write to yer omniscient 
uncle Gaz if you want to know 
anything about games, both old 
and new, or more importantly, 
need some hints, tips or POKEs. 
The. address? The God-like 
Genius of Gary Penn, Commod- 
ore User, Priory Court, 30-32 
Farringdon Lane, London EC1R 
3AU. 


GREEN BERET 

(Imagine) 

James Ingham from Solihull 
was one of the many who 
either wrote or phoned for 
some maps, tips or POKE's for 
this ace ageing arcade 
conversion. So here's a listing 
for infinite lives from Nick 
Brown of Gendros in Swansea. 
Type it in, RUN it and follow 
the on-screen prompts to load 
Green Beret. 

10 FOR N=49152 TO 49183 
20 READ ArPOKE N,A:NEXT 
N:SYS 49152 

30 DATA 169,1,170,168, 

32,186, 255,169 
40 DATA 0,32, 213, 255, 
162,10,189,26 
50 DATA 192,157,205,5, 
202,16, 247,108 

60 DATA 36,3,169,173, 
141,53,21,141 

70 DATA 229,254,76,253, 

61 

BUGGY BOY 

(Elite) 

Oh dear, the reset POKEs on 
the Cheatcard given away with 
the February issue seem to be 
causing a few problems — 
mainly of the 'How do I reset 
my 64?' variety. But ne'er ye 
fear. Martin Pugh from 
Holywell in Clywd has a 
solution — this triff listing. Type 
it in, RUN it and follow the 
on-screen prompts to load 
Buggy Boy with infinite time. 

0 REM BUGGY BOY CHEAT 
(c) HM PUGH '88 

1 FOR X=320 TO 372:READ 
Y:C=C+Y:POKEX,Y:NEXT 

2 IF C=5249 THEN POKE 
157,128:SYS 320 

3 PRINT "DATA ERROR!" 

4 DATA 32,104, 225,169, 

83,141,243,3,169,1,141, 


244,3,76 

5 DATA 13, 8,72, 80,169, 

97.141.26.4.169.1.141, 
27 

6 DATA 4,32,132,255,96, 

169.173.141.26.156.141, 
29,156 

7 DATA 141,32,156,141, 
35,156,141,38,156, 76,0, 
8,77 

THE LAST NINJA 

(System 3) 

Poor old Mark Carter, he's 
stuck on the first level 'cos he 
can't get past the dragon. 
Funnily enough, quite a few 
people are stuck at this point. 
So, here's how it's done ... See 
this screenshot? This is where 
you have to stand to throw a 
smoke bomb at the dragon in 
order to put him to sleep so 
you can pass without being 
frazzled. It's as simple as that. 

ALIENS 

(Electric Dreams) 

There have been several 
requests for POKEs for this 


ageing game of the fillum, but 
the best I've got is one from 
MH Kiani of Ibrox in Glasgow 
... Reset the computer after 
Aliens has loaded, then type in 

POKE 38408,X (RETURN) — 

where X is the number of the 
room in which you wish to start. 
Now enter SYS 38233 to 
restart the game. Can anyone 
oblige with a listing for 
something like infinite lives 
and ammunition? 

MICRORHYTHM 

(Firebird Silver) 

Andrew Holland of South 
Woodford in Essex was 
reading the Microrhythm inlay 
and noticed that it mentions 
that the gong is played by 
pressing the 'up arrow' key. 

This is a bit of a fib, as pressing 
the key has no effect 
whatsoever. "So how can I 
play the gong?" he asks. Jim 
Blackler of Lancaster has a 
solution ... Load Microrhythm, 
then reset the 64 so you can 
enter POKE 10429,1 3 



Stand here to throw the smoke bomb at the dragon. 
See, it’s easy! 


(RETURN) followed by SYS 
7103 (RETURN) to restart. You 
can now play the gong by 
pressing the 'up arrow' key. 

LIVINGSTONE, I 
PRESUME? 

(Alligata) 

"I bought a copy of Alligata's 
Livingstone, I Presume for a 
couple of quid in my local 
computer shop, but I haven't 
seen any reviews for it, and 
even worse I've not seen any 
tips either," writes Roger 
Simpson of Uxbridge in 
Middlesex. "Can you help?" 
Well, Roger, I'm afraid I can't 
— but I know a man who can 
... HM Pugh of Holywell in 
Clywd supplied this listing for 
infinite lives. Tvpe it in, then 
RUN it and follow the on¬ 
screen prompts to load 
Livingstone. 

0 REM LIVINGSTONE CHEAT 
(c) HM PUGH 

1 FOR X=3301 TO 
3322:READ Y:POKE 
Y:C=C+Y:NEXT 

2 FOR X=320 TO 327:READ 
Y:C=C+Y:POKE X,Y:NEXT 

3 IF C=2948 THEN POKE 
157,128:SYS 3301 

4 PRINT "DATA ERROR!" 

5 DATA 169,12,141,41,3, 

32,86,245,169,64,141, 
189,2,169,1 

6 DATA 141,190,2,96, 72, 
77, 80,169,173,141,134, 
69, 76,0,64 

JACK THE NIPPER 

(Gremlin Graphics) 

R Hutchinson of Chesham, 

Bucks cant get very far and 
wants some help. I've no tips to 
hand, I'm afraid, R, so here's 
the cheat mode. Type ZAPIT on 
the title screen: the border 
should ao white and nappy 
rash will be a thing of the past. 

























avoid, or better still kill the biker. Don’t 
pick up the bat until you have beaten the 
bike — chances are you will drop the bat 
if you mis-time a flying kick to knock the 
rider off his mean machine and will end 
up with tread marks on your head. When 
under attack from two bikers, always 
deck the one which hasn’t just fallen off 
a bike. He’s easier to kill, see. 

Keep hitting with the bat. If one of the 
bikers has the bat though, stand ‘on top’ 
of him (so he can’t ‘see you’) and punch 
the other biker as he approaches. 


the left-hand side of the screen, run back 
to the right and start all over again. If 
you’re feeling a little cocky, punch him 
when his back’s turned. Don’t let him 
grab you — if he gets his hands on you, 
press fire and waggle like crazy to make 
him let go. 

PLATOON 

(Ocean) 

Having trouble getting through the tun- 


VENOM STRIKES 
BACK 

(Gremlin Graphics) 

Ronnie Farrington of Upper Bridston 
Village in Wirrfx (at least I think that’s 
what it says) has found three codes for 
Matt Tracker’s latest romp. So generous 
is he that Ronnie is willing to share these 
codes with you — so here they are . . . 
Type ‘em in on the title screen. 

MAYHEM turns the scrolling message 
purple. It also means that when you 
enter the first teleport booth you will 
teleport to a later level. 

TRANSMOGRIFY turns the scrolling 
message red, and better still means that 
when you enter the teleport booth you 
will be transported to the moon. 

PETALS OF DOOM turns the scrolling 
message grey. Plus, you will now be 
able to withstand the onslaught of aliens 
and missiles. But for Heaven’s sake 
don’t tread on any mines or fall down the 
holes. 

TRANTOR 

(GO!) 

Just in case you happen to have a copy 
of this lying around and you missed the 
Cheatcard on the front of the February 
issue, here are some useful codes. . . . 
KEMPSTON COMPUTER 

JOYSTICK CASSETTE 

SPECTRUM SINCLAIR 

SOFTWARE GRAPHICS 

KEYBOARD HARDWARE 

TARGET RENEGADE 
(Imagine) 

So you didn’t get a Target Renegade 
cheatcard on the front of this issue, eh? 
Well even if you did you may still find the 
going a little tough with infinite lives, so 
here are some handy hints from Timothy 
Peers of Caister-On-Sea in Norfolk . . . 

LEVEL ONE: 

THE CAR PARK 

As soon as you appear from an elevator 
on the left-hand side of the screen, 
perform a flying kick and you should 



I 


I 


I 


■ 



■ 



I 


I 


■ 


I 


LEVEL TWO: 

THE BACKSTREETS 

The main problem here is the Lady’s 
Boss with his gun and his cane, neither 
of which can be stolen. Always take out 
the ladies as they appear on screen. No, 
don’t offer them a drink — hit them 
three time in the head. As for the Lady’s 
Bosses, hit 'em with a flying kick before 
laying into ‘em with a few punches to the 
head. Note: NEVER scroll the screen 
whilst fighting a Lady’s Boss, as another 
one will appear and then you’re in 
t-rouble. 

LEVEL THREE: 

THE PARK 

Not a lot to say here, other than scroll 
the screen where possible. The little 
guys may not look too dangerous, but 
you will certainly realise that they are 
when you’re on the receiving end of a 
headbutt. 

Get the big guys with a flying kick 
followed by a stomach punch. The small 
fry should simply be hit in the gut. 

LEVEL FOUR: 

THE SHOPPING MALL 

Hit the bouncers with jump kicks so they 
can’t trip you up, then punch ‘em and 
move. Keep moving and punching the 
bouncers out until you reach . . . 

MR BIG 

First, move around him until you reach 
the right-hand side of the screen. Now 
attack with a flying kick and as soon as 
you land, leap again. When you reach 


i 


i 


i 


i 
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■ 


i 


i 


i 


i 
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nel network and the bunker? Then why 
not skip both sections altogether. . . 
Having lost all your lives on the tunnel 
stage, wait for the ‘rewind the tape’ 
message to appear and hold down 
RUN/STOP and tap the RESTORE key. 
You should start the tunnel section 
again, but this time when you lose your 
first life the ‘press fire to load the next 
section’ message will appear and the 
fifth stage (The Jungle) will load instead. 


BMX KIDZ 
(Silverbird) 

From the programer of BMX Kidz, Jo 
Bonar, comes the cheat mode . . . Load 
the game and when the title screen 
appears type VIVALDI (nothing appears 
on screen). Now press a key from A-F to 
select the level you wish to play. Go, 
g-g-go . . . 


INTERNATIONAL 

KARATE 

(Endurance games/ 
System 3) 

IK has just seen the light of day (again) 
on Virgin’s Now Games 5 compilation. 
So here are some silly ‘cheats’ for you to 
try . . . Hold down the keys A, D, Z and 
M for five seconds to change the 
backdrop. Hold down X then press a key 
from 1 to 4, now release the X key to 
change the speed of the game. Lastly, 
holding down S and E makes the fighters 
look at you. Seasoned readers taste best 




















# Play to win 


I — erm, will have have seen these 
“ ‘cheats’ before, but we do have to cater 
for the new as well as the old, dontchak- 
now. 

And while we’re on the subject . . . 
IK+ has recently been re-released on 
Ocean’s We Are The Champion compila¬ 
tion — so how about the ‘cheats' for 
that? OK, S in conjuncton with E makes 
the fighters drop their kecks (hoo hoo 
ha). Holding down the *key changes the 
colour of the sun’s reflection, while C, 0 
■ and L alter the colour of the sky and sea. 


| THE EIDOLON 
(Ricochet) 

■ Seeing as how this Lucasfilm classic has 
been re-leased at a budget price, and 
seeing as how it’s rather jolly good, here 
are some simple, handy hints. 

| IN GENERAL 

Don’t shoot off too many fireballs when 
tackling a dragon as this seriously 
■ reduces your energy level and makes 






I 


I 


I 
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BANGKOK KNIGHTS 
(System 3) 

Did you know (and not a lot of people 
know this), that this fightin’ an’ fumpin’ 
game has a — well, a sort of cheat 
mode. It doesn’t give infinite lives or 
anything useful like that, oh no. What it 
does do though, is ... Tell you what, try 
it and see for yourself. What you have to 
do is turn off the music and enter the 
code 9990. Now play the first few bars 
of Koyaanasqatsi using the numbers as 
notes, and voila! The ‘cheat’ is now 
active . . . 

Ah, yes, Koyaanasqatsi: Try 6360 
6360 7370 7370 6269 6269 8070 6030. 
Bizarre . . . 


you very vulnerable. On later levels you 
can pick up the fireballs gobbed at you 
by the dragon, so keep your fingers (or 
toes) near the space bar. Also, its wise 
to map your progress if you want to get 
anywhere. 

LEVEL FIREBALLS TO KILL DRAGON 

1 3 RED 

2 4 YELLOW 

3 5 GREEN 

4 6 BLUE 

5 7 RED 

6 8 BLUE 

7 9 RED 

As for the big begger on L Eight . . . 
Well, he’s a combination of all the 
previous dragons, and so the only way 
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you can dispose of him is to destroy 
each head in turn. Thus you have to 
shoot off three red fireballs to get rid of 
the first head, followed by four yellow 
’uns, five green and so on . . . Until 
BOOM! It’s worth your while having 
someone on the space bar as things can 
turn pretty damn hectic. 

BONE CRUNCHER 


I 


I 


(Superior Software) 

From JLJ Schenk of Bonairestraat in Der 
Netherlands we have all 22 passwords 
for ... well, for good measure. You 
can’t have the password for what JLJ 
calls the ‘Winning Screen’, ‘cos it’s not 
fair (he says, having given away every 
other password possible). 
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LEVEL 

PASSWORD 

2 

GOLEMSTENCH 

3 

MORPHICLE 

4 

GOLEMKILLER 

5 

SCARAB 

6 

WEB OF DEATH 

7 

MONSTERPARTY 

8 

CAVE OF DOOM 

9 

UNDERGROUND 

10 

DEATHCHAMBER 

11 

GOLEMS CAVE 

12 

HORNSLUT 

13 

SLIMEHOLE 

14 

BLOODSMELL 

15 

BONEPOWDER 

16 

NIGHTMARE 

17 

MONSTERBREED 

18 

THUNDERSTORM 

19 

CREEPY CAVE 

20 

LIQUIDATION 

21 

MEGAMAZE 

22 

STRATAGEM 


HACKER II 


I (Activision) 

Fsnfiniallv fnr all thn<? 


Especially for all those who’ve splashed 
out on a copy of Virgin’s Now Games 5 
compilation, here’s some crucial codes 
for you to enter when prompted to 
LOGON PLEASE . . . 

00987 

TITLE 

DEMO 

COVER 

PAM 

WAMI 

DAME 

GOMES 


I 


Plus! Some codes to enter during the 
game . . . 

RED7 

WHITE6 

BLUE1 

WHITE50 

07041776 







































Contains routines for transferring many of the non-standard multi-load 
games from tape to disk. Over 40 titles. Latest additions are LAST 
NINJA, ROAD RUNNER (infinitive lives option), BLOOD ‘NT GUTS 
(play any event), DECEPTOR, LEADERBOARD EXEC and WORLD 
CLASS, KILLED UNTIL DEAD, MASK, INDIANA JONES, 
IMPLOSION, TAIPAN, plus all the classics including SUMMER 
GAMES, WORLD GAMES, DRAGONS LAIR 1 and 2, GAUNTLET, 
SUPERCYCLE etc. Works in conjunction with ACTION REPLAY. 
Disk includes GRAPHIC SLIDESHOW for displaying pictures saved 
with ACTION REPLAY. Plus Warp 25, Superboot - non Action Replay 
owners can speed up their ‘expert’ or ‘freeze machine’ programs to 
see what they have been missing. 


TOTAL BACKUP POWER 1 


200 BLOCKS IN 6 SECONDS! 240 BLOCKS M7 SECONDS! - that’s even faster than some parallel systems. Built into 

the cartridge - no extra hardware or software required. Includes supercast, warpsave, scratch, filecopy/convert. Integrated with normal disk turbo 
for supercompatibility - auto detects warp or normal format so no special load commands are required. Turbo and Warp 25 speed are entirely 
independent of the cartridge with SUPERBOOT. •• 

SIMPLE TO USE: Just press the button and make a complete backup - tape to disk, tape to tape, disc to tape, disk to disk. 

THE PROCESS IS AUTOMATIC - JUST GIVE THE BACKUP A NAME. « 

TURBO RELOAD, fill backups will reload at turbo speed, COMPLETELY INDEPENDENTLY OF THE CARTRIDGE. 

SPRITE KILLER. Make yourself invincible. Disable sprite collisions - works with many ■ __ — 0000^^ 

programs. —‘ 

PRINTER DUMP. Freeze any game and print out the screen. — ....- 

Eg. loading picture, high score screen etc. Works with most printers. 

MPS 801, 803, Star, Epson etc. Double size, 16 shades, 
reverse print option. Very versatile - 
no user knowledge required. 

PICTURE SAVE. Save any Hires 
multicolour screen to disk at the push 
of a button. Compatible with Blazing 
Paddles, Koala, Artist 64, Image 
System etc. 

SPRITE MONITOR. Unique 
Sprite monitors allows you to freeze the 
action and view all the sprites, watch the 
sprite animation, save or delete any sprite. 

Load sprites from one game into another to 

make customised programs. W0m 

POKES/CHEAT MODE. Press the button and enter those 
pokes for extra lives etc., then restart the program or make a backup. 

Ideal for custom games. 

MULTISTAGE TRANSFER. Even transfers multistage programs from tape to 
disk. The extra parts fast load - a unique feature. Enhancement disk available for non 
standard multi-loaders (see below). 

SUPER COMPACTOR. Ultra efficient program compaction techniques. Each program saved as a 
single file. 3 programs per disk side - 6 programs per disk, if you use both sides. 0 

TEXT MODIFY. Change title screens, high Score screens etc. Put your own name into a game then restart it or 
make a backup to tape or disk. Very simple to use. " * 

MONITOR. Full feature ‘Floating’ type MACHINE CODE MONITOR. All standard features plus many more:- assemble, disassemble, 
hex dump, interpret, transfer, compare, fill, hunt, number conversion, bank switching, relocate, load/save etc. 

Uses no memory. Full printer support. . 

DISK MONITOR- A special monitor for use on the RAM inside your disk drive. All the usual commands - a useful hacking tool. 

WHOLE DISK COPY. Copy a full unprotected disk in under two minutes with only one drive. 

FAST FILE COPY. Works with standard and Warp 25 files of up to 249 blocks. Converts formats to and from Warp 25. 

FAST FORMAT. Under 20 seconds. 

TOOLKIT COMMANDS. A whole range of useful new commands including. AUTO LINE NUMBERING, DELETE, MERGE, APPEND, 

OLD, LINESAVE, etc., PRINTERLISTER - list any program (including directory) directly from disk to printer or screen without corrupting 
memory. 

REDEFINED FUNCTION KEYS. Single stroke commands for 
operation of many common commands including: LOAD, SAVE, DIR. 

Load from directory - no need to type in filename. 

TAPE TURBO. Designed to make turbo load/save for your own 
programs. No screen blanking during loading. 


all features are built in and 
available at the touch of a key. All features work 
with both TAPE and DISK. (Except multipart 
transfer & disk file utility). 
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UPGRADE INFORMATION 

MK m TO MKIV. Just send £9.99 and we will send you the new MKIV 
Chip to plug into your cartridge. Fitting is very easy. 

MK in TO MK IV 'PROFESSIONAL*. Send your old cartridge plus £ 19.99 
and we will send you a new Professional MK IV. 

MK 2 Action Replay owners can get £10 as part exchange against either the 
MK IV or Professional. Send old cartridge plus balance. 


PERFORMANCE PROMISE 

Action Replay will backup any program that any other cartridge can backup | 
- and more! It also has an unmatched range of onboard features. Before you 
buy check our competitors ads to see what they offer and see how many of 
the Action Replay MK IV features are either not there or have to be loaded 
from Supergate disks etc. When you buy Action Replay if you don’t find our 
.claims to be true then return it within 14 days for a full refund. 


ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS' 

HOWTO ORDER... 


BYPHONE BYPOST 

\7 

0782 273815 Send cheques/PO’s made 

fl 24 hr Credit Card Line payable to‘Datel Electronics’ 

EUROPEAN ORDERS 

ADD £1.00 P+P 

OTHER COUNTRIES 

ADD £3.00 P+P 

Fax Orders 0782 264510 | 

DAlEI 

L 

ELECHOMO 

1 UNITS 8/9, DEWSBURY ROAD, FENTON INDUSTRIAL ESTATE, 

FENTON, STOKE-ON-TRENT. 


SALES ONLY 
0782273815 


TECHNICAL ONLY 

0782202258 
















































If you’ve ever wanted to know what’s small 
and yellow and doesn’t like liver, this map 
isn’t going to be much help. If, however 
you’ve ever wanted to complete Hewson’s 
super-slick Screen Star Cybernoid, then 
this is certainly the man for the job. Use the 
listing on the cheatcard which might be on 
the front of this issue (if not, ask your 
friends) for infinite lives, and with a 
smidgeon of luck, a dollop of pure skill — 
and, of course, this map, you should be able 
to sail through the three levels. It looks 
pretty, too. 



LEVEL 1 ▼▼▼▼ 
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Your damsel snatched by the family 


W ith the huge popularity of 
Taito's Operation Wolf, it 
was only to be expected 
that there'd be a boom in "shooting 
range"-style coin-ops. What I must 
say I didn't expect was that we'd get 
such a classy variation on the theme 
from the previously unheard of 
Seibu corporation. 

Dead Angle doesn't boast a 
mounted machine pistol. Instead, 
you're represented, Heavyweight 
Champ-Wke, by a yellow, fedora-ed 
silhouette, with a gunsight taking 
the place of HCs boxing gloves. 

The game kicks off in Napoli 
(Naples, dolt) where you arrive at a 
street side cafe just in time to see a 
broad being kidnapped by some 
sinister "family" members and drive 
off in a mob car. Now, though you're 
pretty quiet about it, this young lady 
must mean a lot to you — you're 
prepared to take on the entire Cosa 


Nostra, on both sides of the Atlantic 
(and in the middle!) to get her back. 

So it's out with your trusty 
shooter, and you've to take on your 
first family, the local Napoli toughs. 
You won't have far to look—the 
sidewalk is swarming with 'em, 
crouched behind barrels, skulking in 
doorways, using cars, tables, pillars, 
lampposts and anything else they 
can find for cover as they blast away 
at you. 

You can scroll yards in either 
direction and the basic rule here is 
kill everybody you come across. 
Either the entire population of 
Naples (and New York, and Chicago) 
is a member of the Mafia or they've 
arranged, thoughtfully, to clear the 
streets of octogenarians and prams 
before the showdown. You won't 
meet any goodies here — 
everyone's out for your blood. 

You have to clear the entire level 


One down, one to go 


of hoods (there are an average of 40 
on each one) in order to proceed on 
to the next stage of your quest, 
unless you manage to take out the 
local capo di tutti, in which case you 
get to move on straight away. And, 
as you'd expect, the bosses are not 


east to pin down and — whether due 
to their devilish luck, or cunningly 
concealed personal armour— 
they're very tough to take out. 

You start out with a rather humble 
revolver but every time you manage 
to take out one of the red-suited 




























lot of blasting, wooden ones less, 
and windows shatter pretty much 
straight away. As each level wears 
on, the scenery begins to look 
decidedly battered, with broken 
glass, splintered wood, chipped 
stone and twisted metal dotted 
about, and bullet holes everywhere. 

If you make it out of Naples, you 
then have to take on another family 
on the deck of the trans-Atlantic 
ship. Next scene finds you on the 
docks of New York, scanning 
upwards to blow snipers out of 
berthed ships, and avoiding 
mobsters hidden amongst the 
unloaded cargo. With a lot of luck 
and a numb shooting finger, you'll 
then have to take out a whole nest of 
the blighterswandering around 
your midtown hotel, including a 
boss whom you encounter behaving 
in a most undignified and 
dangerous manner, leaping and 


bounding about in front of the lifts 
and throwing spikes in your 
direction. 

If and when you check out of this 
most unfriendly establishment, you 
next head for a hoedown showdown 
in a Kansas farm with some rural 
Mafiosi, and after that it's north to 
Chicago where you have to clear a 
luxurious mobster mansion of 
gunmen. Finally you have a 
showdown with the Big Boss — I'd 
tell you a little more about him if his 
underlings hadn't prevented our 
actual meeting. 


machine-gunners, an icon will 
appear offering you either a 
machine gun, a shot gun or an extra 
grenade. You start off with just three 
grenades per life, so you have to use 
them sparingly. 

Sadly, the family don't have to 


worry about any ammo shortages. 
They have handguns, machine 
guns, grenades and even rocket 
launchers, and plenty of 'em. You've 
got a health meter at the bottom of 
the screen together with an enemy 
meter. You start out with your 


taWkV-''! 


silhouette a hearty (?) shade of 
yellow but as you take a few hits and 
your health level drops, you turn 
red. Each member of the family that 
you knock out reduces the enemy 
level — whoever reaches zero first 
loses out. 

As they roll and weave in and out 
of cover—very Operation Wolf- y 
you'll notice that you can blow 
certain objects away if you pump at 
them long enough. Oil barrels take a 


Throughout the game the 
graphics are excellent, with many 
clever little touches and details 
which you'll probably miss first time 
round. 

Apart from its own qualities, Dead 
Angle also gives a clue as to how 
Imagine may convert Operation 
Wolf : this game proves 
uncontrovertably that the silhouette- 
and-gunsight blast 'em up can, if 
well done, be almost an invigorating 
as pumping away with a mounted 
Uzi. land who's that remark 
supposed to refer to? Ed). 

Nick Kelly 
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ECHNICAI. DEVELOPMENTS 


BARGAIN BOX 

(watch this each month) 

► Disk Notcher (use 2 disk sides) 

► Tape head cleaner/demagnetiser 

► Quickshot II Autofire Joystick 

► CBM 64/128 type datasette 

► 25 Blank hi-quality C15 tapes 

► 2 way ariei splitters 

► 3 metre joystick extension lead 

► Mains operated tape head 
demagnetiser (vastly increases high 
Frequency of datasettes makes 
Loading reliable 

►C 16/Plus 4 to 64 datasette 
adaptor 


£4.99 

£2.99 

£8.99 

£23.99 

£9.99 

£1.99 

£4.99 


£5.99 

£5.99 


COMMODORE 64/128 
RANGE 

► Probably the cheapest range of 64/128 hard¬ 
ware around 

► All prices include VAT + free postage (UK on- 

ly) 

► Postage outside UK. Europe add 10%. Out¬ 
side europe add 20% 

•CBM 64C + C2N datasette + reset £153.99 
cartridge 

•CBM 64 C + C2N datasette 
recorder, joystick 5 games, reset car¬ 
tridge, tape to tape backup board, 
sports bag £175.99 

•100% CBM 64 compatible datasette £23.99 
•C64/ 164C replacement power sup¬ 
ply £23.99 

•Slimline 64 keyboard £18.99 

•Commodore 128 -I- C2N datasette 
+ reset cartridge 4- joystick £219.99 


•C128D computer with inbuilt 1571 
drive -I- micro-blaster + reset 
catridge + 20 disks 
•Tape/Tape backup board 
•Excellerator disk drive GEOS + 20 
blank disks 

•1541C disk drive for C64/64C/128 
(includes 10 blank disks + 28 
games pack) 

•1571 double sided drive for C128 
(includes 20 blank disks) 

41581 3.5” disk drive tor C128/64/64C 
(includes 15 blank disks) £199.99 

•C128 Power Supply £67.99 


£389.99 

£8.99 

£139.99 


£175.99 

£199.99 



TAPE/TAPE BACKUP 
BOARD 

► The ultimate tape duplicate 

► No controling software needed 

► Backups multi-load games 

► Works on 64, 64C, 128, VIC20, PET 

► Requires access to two CBM type datasettes 

► 100% successful 

► Very easy to use 

► Backs up every tape game as it’s loading 

► Now known as the best product of it’s type 

► ► Only £8.99 ◄ ◄ 

or with CBM Type Datasette 

£31.99 



COMPETITION PRO 5000 

► Arcade quality joystick 

►Super sensitive micro-switches 

► Dual fire buttons 

►One of the most robust joysticks available 
RATED 97% in ZZAP 64. Convinced! 

►A highly rated joystick. Get yours while the 
price is right .... 

Normally £14.95 
Only £11.99 

TAPE HEAD ALIGNER V2 

► Quick & Easy way to align heads 

► Stops many loading problems arising 

► Works on all CBM type datasettes 

and all C64, 64C, 128 computers and suitable 
for colour or black and white TVs! 

► Hundreds already sold. Why? This is the best 
for its price so forget more expensive ’imitators’ 

► Now includes special high speed loading pro¬ 
gram which makes sure you’ve aligned your 
heads correctly 

► Still includes free tape head cleaner and 
screwdriver! 

► Includes comprehensive instructions 

► If demagnatizer and solution is also required 
add £1.79 extra 


► ► 


Only £5.99 


◄ ◄ 



UNSTOPPABLE RESET 

CARTRIDGE 

► 100% guaranteed to reset EVERY 64 game 
available 

► Fits into cartridge port 

► Protect against damaging your computer (unlike 
others) 

► works on C64, 64C, 128 

► quite simply the best available and comes with 
instuctions 

► Add pokes, cheats etc from 64 mags 

►► Only £4.99 « 


DISECTION 

►High quality 5,25/3.5 disks at amazing prices 
►All disks 100% tested & error free 
►No quibble replacement guarantee 
►Labels, write project tabs & sleeves included 
►Special offer buy 25 disks or more and get a 
100 size disk box at an amazing price. See 
below for details 

►Quite simply the best deals on disks available. 
Provide proof if it is’nt! 

Prices include VAT and postage. NO HID¬ 
DEN EXTRAS (UK ONLY) 

►European orders add 10% to total cost of 
disks to cover postage, outside europe 20% 
For specific disk quantity prices (i.e. 73 disks) 
please phone or write for a quote (Include 
SAE) 


BLANK 5.25 disks 





QUANTITY 

10 

25 

50 

100 

500 

DS/DD 96 tpi 

£6.50 

£14 

£22 

£37 

£180 

with disk box 

£14 

£22 

£29 

£43 

2free 

BLANK 3.5 disks (Amiga/ST etc 

disks) 


QUANTITY 

10 

25 

50 

100 

500 

DS/DD 135tpi 

£11 

£25 

£48 

£95 

£430 

with disk box 

£18 

£32 

£54 

£100 

2free 



DISK BOXES 

► Attractive smoked perspex disk boxes 

► Each box holds 100 disks (60 if 3”) 

► Removable rigid index separators 

► Available for 3, 3.5 or 5.25 disks 
^ Lockable with 2 keys supplied 

► Extremely robust & anti static 

► ► 


Only £8.99 


◄◄ 


AMIGA EXTERNAL DRIVE 
SWITCH 

►This handy gadget enables you to disable your 
external Amiga drive without unplugging it! 

► No soldering required 

► Simply plugs into disk drive port 

► Cures all software problems caused when the 
second drive is normally connected 

► Amazing price and a must for all Amiga 
external drive users 


► ► 


Only £9.99 


◄ « 


How to order. 

All prices include VAT and Free 
postage (UK only) 

Payment by cash, cheque/postal 
orders made payable to:- “Technical 
Developments” 

OVERSEAS ORDERING 
Payment:- Sterling only please. 
Postage charge if not stated 
Europe £2.00 Outside Europe £3.00 

TEL (0274) 734678 

Phone lines open 9am - 6pm Mon¬ 
day to Friday only. 

If you need any hardware not listed 
ring us for a quote. 

Govt and school orders welcome 


| 1 MRS 1 MISS 1 


T111 11 I i 11 111 ITT 


Technical Developments, 
Dept 4, 17 West View, 
East Bowling, Bradford, 
West Yorkshire, 

England BD4 7ER 


QTY 

ITEM 

PRICE 










TOTAL INC. POSTAGE (Free for UK) 
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Ninjette fends off the hunchback of the sidestreets. 


(3 x lOp) 


NINJA WARRIORS 


ndeterred by the fairly 
lukewarm reaction to 
their three-screens-in- 
a-row shoot ’em up debut of 
last year, Darius , Taito have 
just produced another game 
which makes use of this extra 
long upright cabinet. But this 
time, though you’ll be aware of 
them crossing from one 
screen to another, the joins 
don’t actually distort the path 
of shells coming for you. 
What’s more, the graphic 
brilliance of Ninja Warriors 
will, for most people, more 
than make up for any minor 
complaints about the joins. 

But first, Jim, your mission. 
You play one of a choice of 
two ninja entrusted with the 
task of taking on what seems 
like an entire country’s 
combined military services, 
criminal organisations and 
zoos. You can play in one or 
two player mode. The two 
ninja figures are a blue clad 
bloke and a very sassy red- 
clad woman ninja, who carries 
her hair in a long red ponytail. 

You both stride through 
town with that unique, cocky 
Bruce Lee-style gait, arms 
akimbo and toes thrust 
aggressively skywards. The 
streets you’re cruising so 
nonchalently through are 
splendidly seedy, and 
scrolling by in the 
backgrounds are the 
skyscrapers and office blocks 
of the better part of town. 

But all this scenery is of no 
interest to you — you’ve got 
your eyes peeled for the first 
sign of danger. Your folded 
arms conceal a couple of 
lethal weapons. For close, 


mEVOLUTlOr 





Leap to avoid the monster tank s turret guns. 


hand-to-hand fighting you can 
use a pair of daggers, while for 
longer distance dissing, 
you’ve got a limited number of 
throwing knives and 
shurikens. 

The first groups of foes you 
encounter are military, 
soldiers running at you armed 
with knives from both sides of 
the screen. These, truth to tell, 
are not particularly tough to 
deal with — just turn in the 
appropriate direction in time 
and cut ’em. If you waste your 
precious throwing knives at 
this point, you’ll regret it. 

Behind these groups of 
dagger fodder there is 
sometimes a marksman or 
two. Once again, however, 
these lads are not really top 
drawer — they only shoot 
along one plane, so if you 
simply crouch down you’ll be 
immune to them. You can 
easily sidle up to them and 
stab them if you remain in the 
crouching “on the hunkers” 
position. In fact I found that, 
uncomfortable as it may 
initially seem, this position 
was the best stance to use for 
many of your attackers. 

There are however, far 
more deadly foes to be 
encountered. Hunchback 


babboons jump down from 
crumbling wall tops and these 
boys are tough to get rid of. 
They need plenty of shooting 
and frustrate you by springing 
backwards to avoid your 
blows. Unless you fancy 
having your energy meter 
diminished alarmingly, it’s 
best not to spend too long 
dealing with these ape-fiends 
at close quarters. 

Another nasty to be wary of 
is the purple-clad hoodlum 
who lurks in garages and 
behind rubble, ducking out to 
loose off a couple of rounds of 
automatic rifle fire. Quite what 
connection this mobster has 
with the opposing army, or, for 
that matter, with deformed 
primates, isn’t clear, but what 
is for certain is that if you don’t 
leap high to avoid his low- 
skimming bullets, he’s going 
to do you damage. 

You have got a certain level 
of tolerance — and some 
personal armour — but neither 
will last longer than a few 
blows. 

And, no, Ninja Warriors 
doesn’t get any easier as you 
go along, though it does get 
even prettier. For as you 
encounter still greater perils in 
the shape of mortars, 


concealed land mines, 
oversized punks and semi¬ 
invisible samurai, the 
backgrounds move from 
scruffy streets to airfields, with 
an incredibly huge starfighter 
in the background. One of 
your toughest foes is an 
enormous tank, which literally 
occupies a whole normal 
sized screen. This monster 
trundles back and forth, with a 
gunman periodically poking 
his head out of the turret and 
loosing off bursts of machine 
gun fire at you. You’ve got to 
leap onto the moving ironclad, 
avoid this tracer, and throw an 
accurate shuriken at the man 
in the turret. 

In gameplay, there are 
many similarities between 
Ninja Warriors and the 
recently reviewed Sega game, 
Shinobi. The graphics, and the 
overall effect of the giant 
screen, however, put this 
ahead. Highly playable, 
gorgeous looking and, 
technologically speaking, a 
successful step futurewards, I 
can’t see Ninja Warriors failing 
to be a coin-op hit — unless, 
that is, arcade owners prove 
reluctant to shift three of their 
existing uprights to install it. 
Nick Kelly 
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These controls are not the easiest 
to cope with. In the beginning, you 
don't have any turret rotate 
functions — you have to earn points 
to "buy" this enhancement, and, 
frankly, until you're fairly adept at 
coping with getting the tank itself to 
move when and where you want it, 
you're better off without. 

The object of the game is to make 
your way past the various enemy 
vehicles, gun towers, mines and 
hover-fighters, picking up fuel for 
survival, stars for enhancements 
and special weapon icons en route, 


trundling machines must have far 
better coordination than I ever gave 
them credit for. 

There are also fire buttons located 
in the ''trigger" position of each 
'stick (controlling cannon and smart 
bombs) and turret rotate buttons 
housed in the joystick head, 
operated by your thumbs. 


W hat do you get if you 
cross Gauntlet -style 
gameplay, real live tank 
controls and a spaceage scenario? 
Something akin to this new upright 
from Atari, perhaps. 

Vindicators, for one or two 
players, puts you in control of a 
small futuristic ironclad blasting 
your way through a series of enemy 
space stations. Or, rather, it puts you 
in charge of said machine — control 
you have to work hard to acquire. 

All steering, firing and smart 
bombing functions are carried out 
by skilful — or otherwise — 
manipulation of a pair of joysticks. 
You push right to rotate right, left to 
rotate left, and both in the same 
direction simultaneously to move in 
a specific direction. Minute 
variations in the amount of force 
applied to one or other of the 
joysticks will alter your direction. I'm 
assured by my bellicose Ed that this 
is indeed how tanks are 
controlled, and all I can say is that 
those magnificent men in their 


and escaping through an exit. There 
are two exits on each level and you 
need a key for each — a red key 
opens the red door, and a blue one 
opens the blue. Sometimes these 
keys are fairly obviously located, 
towards the end of the level but, 
especially as the game progresses, 
you start having to blast turrets to 
reveal the hidden key you need. 

You have a shield which gives you 
limited protection from shelling but 





An explosion so good ' it's neadh erasI 


















d a short bonus phase in the 
ice station's control room where 
j have ten seconds to pick up fuel 
is and enhancement stars, and to 
ke good your escape through one 
he four room exits before the self 
struct mechanism detonates. This 
larder than it may first appear as 
exits open and close alternately 
i randomly. 

\fter the end of the level, 

;uming you've picked up 
ficient enhancement stars, you 
l "buy" extra fire power and 
ige, increased shield protection 


(very useful), turret rotation (as 
mentioned above, a mixed blessing 
forthe unskilled) and, occassionally, 
warp passages which allow you skip 
a level or two. 

Fighting in l /indicators is fast and 
furious, and, as the levels become 
more complex, tactics become 
essential. Certain enemies can only 
be destroyed by smart bombing or 
blasting from a height (grab a ride 
on one of the lift mechanisms dotted 
about). Walls appear and disappear, 
Gauntlet- style, as do those nasty 
grinning mines, and there are also 




you're at least as likely to expire 
from lack of fuel. If there are two of 
you playing, you should attempt to 
share the fuel pods you come across 
along socialist lines (i.e. to each 
according to their needs). When 
you're running low a nasty 
throbbing sound, like the one you 
hear in Xybots, warns you that 
you've got to get to an exit or a pod 
quickly or else it's death. 

At the end of each level you get 
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transporter pads which move you 
about the level. Sometimes it makes 
sense to flee rather than fight — for 
example if you're being counted 
down and the exit is close by, or 
your opponent happens to be a 
nasty flying saucer and you don't 
have any of the special weapons 
necessary to destroy him. 

With graphics that put me in mind 
of Tron (the film), a larger than 
average screen, adequately state-of- 
the-art sounds, and plenty of that 
seriously stomach-churning tension, 
Vindicators should steal plenty of 
your ten pees over the coming 
months —but if coordination isn't 
your strong point, prepare for some 
hard lessons. 

Nick Kelly 
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Continental cab, complete with model and 3D 


rivals does spin off the track, or 
when you yourself come a cropper, 
that the 3D effect becomes really 
spectacular: there's a mighty 
explosion and pieces of debris, 
metal and tyres fly towards you. 

Even glancing off another car or a 
trackside object starts your car 
smoking. With this the "pits" icon 
appears and an ominous throbbing 
noise warns you that if you don't 
pull into the pits soon, you're liable 
to explode. There are a couple 
of pit stops along each course. 

When you pull into one a slick team 
of mechanics leap out to give your 
car a quick going-over. If your 
problem is mechanical — induced 
by bumping into someone or 
something — out come the fire 
extinguishers. If, as frequently, and 
spectacularly, happens, rain starts to 
lash down, you'll be asked to pull 
in and change your tyres. 

Of course, you don't have to obey 
the icons — if you're right at the end 


of a stage you'd be a bit 
of a donkey to pull in just to have 
your tyres changed. But if you don't 
have rain tyres in the rain and good 
weather ones when the sun is out, 
you'll find your speed and control 
overall are reduced, and if you carry 
on with engine problems for very 
long you're gonna go BOOM. 

Graphics and sound throughout 
are both up to the very high 
standard that's become expected of 
costly dedicated driving games. I 
particularly liked the leggy blonde 
who flagged me past the finishing 


post with a brilliant smile when I'd 
got my ranking sufficiently 
increased to compete in the next 
race, but glared at me, hands on 
hips, and chewing gum, when I just 
failed. The story of my life, really. 

Nick Kelly 


isn't just for honour and glory either 
— if you don't get your ranking 
down to 80 in the first event, you 
don't qualify for the next Grand Prix 
event, in America. 

Actually, it's when one of the 

















2S6K SUPEROM EXPANDER 

□ Now you can select from any of 8 32K EPROMs instantly. 


□ 8 sockets to accept upto a 32K EPROM in each. 

□ On board operating system - no programs 
to load. 

□ Program your own EPROMs using our EPROM 
programmer. 

□ No need to have loads of cartridges - just 
make a selection from the Superom menu. 

□ Directory of utilities on power up. 

□ Fully menu driven on power up. 

□ Select any slot under software controls. 

□ Unique EPROM generator feature will take 
your own programs - basic or m/c and turn 
them into autostart EPROMs. (EPROM burner 
required). 

□ Accepts 2764/27128/27256 EPROMs. 

□ On board unstoppable reset. 

only €29.99 





DUPLIKATOR™ 

□ Copies whole disk in one pass - only 
one drive required! 

□ Makes back-up copies in eight 
seconds!! 

□ Duplikator is the fastest, most 
efficient and easiest to use disk copying 
system ever conceived. 

□ Comes complete with 256K on-board 
ram and it’s own operating system - no 
software to load. 

□ Makes multiple copies from one 
original. 

□ Full disk verification during back-up 
process. 

□ Copies standard software as well as 
errors 21-29 and upto 40 tracks. 

□ Full disk error check in eight 
seconds. 

□ Full disk verify against ram in fifteen 
seconds. 

□ A must for clubs, user groups etc. 
How else can you copy over 250 disks 
and hour for less than £100. 

□ Comes complete with on/off switch 
and reset button. 

□ Fitted in minutes - no soldering 
usually required. 

only €89.99 


RESET 
CARTRIDGE 

□ Unstoppable reset button. 

□ Resets even so called “unstoppable” 
programs. 

□ Add pokes from magazines etc. 

□ Rts in cartridge port. 

□ Simply plug in. 

only €5.99 


16K EPROM 
BOARD 

□ Accepts 2 x 8K EPROMs. 

□ Switchable to configure as 2 x 8K or 16K 
or off. 

□ On board unstoppable reset. 

□ Full instructions. 

only €8.99 


DISK 

NOTCHED 

□ Quickly and easily double your disk capacity. 

□ Use both sides of your disks. 

□ Simple to use. 

□ likes seconds. 

ONLY €4.99 



4 WAY KERNAL 
BOARD 

□ This board fits in place of the kernal in your 
64 and accepts a 16K or 32K replacement kernal 
giving 2 or 4 different operating systems. 

□ Just flick the switch supplied to select 
between systems. 

Q This is a carrier only - ready to accept your 
own chip. 

□ Now you can have all your different systems 
available at one time. 

only €8.99 
S m BOARD ONLY €12.99 



CLONEMASTERn. 


□ Makes tape to tape back-ups. 

□ Wbrks with even Hirbo Loaders etc. 

□ Requires access to two CBM type data 
recorders. 

□ Makes perfect copies. 

□ \bry simple to use. 

□ LED level indicator. 

ONLY €9.99 row FREE 



DEEP SCAN BURST NIBBLER 

□ The most powerful disk nibbler available anywhere, at any price! 


TM 


□ Burst Nibbler is actually a two part system - a software package and a parallel cable to connect the 
1541/1570/1571 to 64/128 (state type). 

□ What gives Burst Nibbler its power? Conventional nibblers have to decode the data from the disk 
before it can transfer it using the serial bus - when non standard data is encountered they are beat. 
Burst Nibbler transfers data as raw GCR code via the parallel cable without the need to decode it so you 
get a perfect copy of the original. 

• Will nibble upto 41 tracks. • Copy a whole disk in under 2 minutes. • Full instructions. 

• Regular updates - we always ship the latest. • fitted in minutes - no soldering usually required. 

• Full cr i/ 2 tracks. • No need to buy parallel cable if you have Disk Demon/Dolphin etc. 

• Cable has throughbus extension for other add ons. 

□ Whether to choose IhstHack’em or Burst Nibbler? Fhst Hack’Em is unbeatable value as an 
“all-rounder” - with nibblers, 1 or 2 drive copy, format, file copy, 1571 copy etc. etc., so if you have a 
more general requirement perhaps FhstHack’Em is for you. Burst Nibbler is a pure nibbler second to 
none, for the reasons stated. So if it’s just making backups you are interested in, there is no other 
product to beat it. 

ONLY €24.99 COMPLETE 

SOFTWARE ONLY €12.99 CABLE ONLY € 14.99 



EPROMMER 64™ 

□ A top quality, easy-to-use EPROM programmer for the 64/128. 

□ Fully menu driven software/hardware package makes programming/reading/verifying/copying 
EPROMs simplicity itself. 

□ Will program 2716,2732,2764,27128 and 27256 chips. 12.5,21 or 25 volts. 

□ Rts into user port for maximum compatibility with cartridges/Superom Board etc. 

□ Full feature system - all functions covered including device check/verify. 

□ Vfe believe Eprommer 64 is the most comprehensive, most friendly and best value for money 
programmer available for the 64/128. 

□ Ideal companion for Superom Board, Cartridge Development System, our kernal expanders or indeed 
any EPROM base project. 

□ Comes complete with instructions - plus the cartridge handbook. 

ONLY €39.99 COMPLETE 
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3 SLOT 

MOTHERBOARD 

Sam wear and tear on your 
Expansion Burt 


□ Switch in/out any slot. □ High grade PCB. 

□ Fully buffered. Q Reset button. 

only £16.99 

DATA 

RECORDER 


□ fbuse control. □ Suitable for 64/128. 

□ Counter. □ Send now for quick delivery 

only £24.99 



SMART CART® 

Now yon can have an 8K or 32K 
cartridge that you program like 
BAM then acts like ROM! 

□ 8K or 32K pseudo ROM. 


battery). 

□ Simply load the program you require - then 
flick the switch. The cartridge can then be 
removed just like a ROM cartridge. 

□ Make your own cartridges including autostart 
types - without an EPROM burner. 

Q Can be switched on or off board via software. 


□ 32K version has 4 x 8K pages. 

□ Some knowledge of M/C is helpful - but full 
instruction are provided. 

8K VERSION £14.99 
MK VERSION £29.99 

SMARTCART 

UTILITIES 

A series of utility programs for use with Smartcart. 


powerful cartridge. When you have a different 
requirement - load in another program and you 
have a new cartridge. The process takes seconds, 


1 intend to release a range of 
programs. The first available are: 

DISKMATE H 

□ all the features of Diskmate n (see ad). 

Loaded in seconds - with full 
instructions. OMur £9.99 



PRINTER lv 

How yon can turn your MBS 801 
into 4 printers in one!! 

□ Alternative character set ROM - fitted in 
seconds. 



TURBO 
ROMS 

Turbo Rom n is a replacement for 
the actual kernal inside your 64. 

It provides superfast load/save 
routines. 

□ Loads most programs at 5-6 times normal 


□ 100% compatible with all software. 

□ Descender. □Eclipse. 

□ Scribe. □ Future. 

□ Choose any set at the flick of a switch. 

“Pbr anyone who uses their printer 
often this chip is a must. It’s quick 
and easy to use and the end 
results are impressive” - Your 
Commodore, Jan 87. 

only £19.99 


□ Saves at 5-6 times normal. 

□ Improved DOS support including 10 sec format. 

□ Programmed function keys:- load, directory 
old, etc. 

□ Return to normal kernal at Sick of a switch. 

□ FCOPY - 250 block file copier. 

□ FLQAD - special I/O loader. 

□ Plus lots more. 

□ Fitted in minutes - 


required. (On some 64’s the old ROM may have 
tobede S oldePed ). ONly€14 _ 99 



BLAZING PADDLES 

A complete lightpen/graphics illustrator package. 

□ A fully icon/menu driven graphics package of a calibre which should cost much more. 

□ Complete with a Sbre optical lightpen system for pin point accuracy. 

□ Multi feature software including: 

• Range of brushes •Airbrush •Rectangle •Circle •Rubberbanding •Lines •Freehand 

• Zoom mode • Printer dump • Load/save • Advanced colour mixing - over 200 hues!! 

• Cut and paste allows shapes/windows/pictures to be saved to/from tape/disk. 

□ Blazing Ihddles will also work with many other input devices including; Joysticks Mice Graphics 

Tablets, Trackball etc. ’ 

□ Pictures can be saved from Action Replay and edited with Rising Fiddles. 

Complete Blazing Riddles & Lightpen ONLY £24.99 
Blazing Riddles available separately for £ 1 2.99 

TOOLKIT iy 

The ultimate disk toolkit for the 1840/1541 

□ A disk toolkit is an absolute must for the serious 
fflsk backer. Mat IV has more features than most □ FILE COMaCTOR - Can compact machine 

programs by up to 50%. Saves disk space. 


□ DISK DOCTOR V2 - Read and write ary track 
and sector including extra and renumbered 
tracks. Repair damaged sectors. Look underneath 
read errors. 

□ HEADER/GAPEDITOR - Decodesand 
displays ALL header information including off 
bytes and header gap. Rewrite the entire header 
and header gap. Renumber sectors. Also edit any 
sector tail gap. 

□ DISK LOOK - Sort directory Recover lost 
files. Display file start/end addresses. 


disk to SCREEN or PRINTER including 
undocumented opcodes. Edit Bam. Much, much 
more. 


RAM DISK 

□ Tirn your Smart Cart into a 32K RAM/disk. 


Compacted programs run as normal. 

□ EAST DISK COPY — Copy an entire disk in 
2 minutes or less using single 1541. 

□ EAST FILE COPY - Selective file copy Wbrks 
at up to 6 times normal speed. 

□ FORMATTER — 10 second format an entire 
disk or format any individual track or half track 
0 to 41. Redefine any of 30 parameters to create 
or recreate unique disk formats. 

□ ERROR EDIT - Quickfy find and recreate all 
read errors including extra and renumbered 
tracks or sectors and half tracks from 0 to 41. 
Even recreates data under errors and allows you 


Q Disk type commands: load, save, directory 
scratch. 

□ Program data retained when computer is 
switched off! 

□ Full command only £9.99 

set with instructions. 


only £9.99 

ROBOTEK 64 

□ Robotek 64 is a comprehensive hardware/ 
software package which enables you to connect 
your 64/128 to the outside world. 

Q 4 output channels - each with onboard relay 

□ 4 input channels - each folly buffered TTL 



DIGITAL SOUND 


SAMPLER 

Q The new sampler allows you to record any 


with astounding effects. 


reverb/ring modulation etc. 

□ Now with full sound editing module to produce 


Q Full 8 bit D to A and ADC conversion. 

□ MIDI compatible with suitable interface. 
(I.e. Datel unit for £29.99, see ad). 

□ Live effects menu includes real time display 
of waveforms. 

□ Line in/mic in/line out/feedback controls. 

□ Itowerful sequencer with editing features. 

□ Load/save sample. 

□ Up to 8 samples in memory at one time. 

Q Thpe or disk (please state). 


99 

□ Corn-Drum software is available separately at 
£ 9.99 to turn your Sampler II into a Corn-Drum 
system as well as a sampling system. 



COM-DRUM 

Digital Dram System 

□ Now you can turn your computer into a digital 
drum system. □ Hardware/software package. 

□ 8 digital drum sounds in memory at one time. 

□ Complete with 3 drum kite. 

□ Real drum sounds - not synthesised. 


step time. □Full editing. □ Menu driven. 
□ Output to hi-fi or through tv speaker. 


□ Analogue input with full 8 bit conversion. 


(state tape 

ONLY £29.99 or disk) 

COM-DRUM 

EDITOR 

□ 24 drum sounds supplied on disk to enable 
you to construct your own drum kit. 

□ Re-arrange sounds supplied with a Corn-Drum 
to make new kits. 

Q With sound sampler hardware you can record 
your own kits. □ Load/save facilities. 

ONLY £4.99 disk only 


Model 6» Robot Control made easy = 

□ V)ice input for voice control. 

□ Software features:- test mode/analogue 
measurement/voice activate/digital readout etc. 

□ Excellent value! ON1y£39n99 

including hardware/software/ 
mic etc. (State tape or disk) 
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□ Speeds up other DOS functions including 
verify, scratch etc. 


PROFESSIONAL DOS® mikrotronic 

£64.99 POST FREE with Disc Demon operating system 
“The world’s fastest parallel operating system” 

□ Loads a typical 202 block program file in □ 25x faster load (SEQ files), 

under 3 seconds! □ 20x faster save (PRG files). 

Q 60x fester load (PRG files). Q 20x fester save (SEQ files). 

PLUS AN ADVANCED COMMAND STRUCTURE INCLUDING: 

□ fast format - up to 40 tracks (749 blocks). 

□ 16 function keys: list, run, load, directory, 
format, save, old, verify, etc. 

□ Fload will fastload files up to 250 blocks 
(other similar systems will only cope with 
202 blocks). 

□ Number conversion. Q Reset. 

□ Unique built in file copier will copy files up to 
250 blocks like lightning - multiple copy options 

- perfect for copying Action Replay files. 

□ Highly compatible with commercial software 

- can be switched out for non compatible 
programs. 

□ Perfect for use with Action Replay 3 - a 
typical AR3 backup will reload in about 3 seconds 


disk copier free! 

□ Screen on or off during loading. 

□ Enhanced command set - over 30 new 
commands. 

□ Easily fitted - Disk Demon plugs inside the 
1541 and the new operating system chip plugs 
inside the C64/128. fitting takes only minutes 
and usually requires no soldering. 

□ User port throughbus supplied free - you 
could pay £15.00 for this alone. 

□ Supplied complete - no more to buy. 

□ Wbrks on C128/1541 in 64 or 128 mode. 

C128 version 

€69.99 


DISKMATE IT 

The Disk Utility Cartridge 

□ Disk fastload cartridge. 


Q Fhst save. □ fitst format (10 secs). 

□ improved DOS - single strokB commands ■ 
load/save/dir/old etc. 


MOUSE 

□ CBM 64/128 mouse. 

□ Wide compatibility with software including: 
Blazing Paddles. 

□ Wbrks by mimicking joystick so will work in 
any joystick application including graphic 


common commands. 

□ Powerful toolkit commands including: 
old/delete/merge/copy/append/autonum/ 
linesave etc. 

□ Plus a full machine code monitor - too many 
features to list but it has them all! 

□ Special switching techniques make Diskmate 
invisible to the system. Therefore it is a more 
compatible festloader than other types. 

□ Diskmate II is 

ONLY £14.99 


□ Functions on either joystick port. 

□ Optical system operation. 

oNur £24.99 

CHIPS 

□ 27128 £3.00 EACH 

□ 27256 £4.50 EACH 


MIDI 64 

A Fall Midi Interface for the 
64/128 at a realistic price 

□ MIDIin. □MIDIthru. □2xMIDIout. 

□ Compatible with most leading software 
packages including: Seil, JMS, Advanced Music 
System, Joreth, Steinburg etc. 

only £29.99 


CARTRIDGE 

DEVELOPMENT 

SYSTEM 

□ All the necessary parts to produce an 8K/16K 
auto-start cartridge. 

□ Ibp quality PCB. □ Injection moulded case. 

□ Reset switch. □ 16K EPROM. 

□ “Cartridge Handbook” gives full details and 
tips on building and configuring the cartridge for 

ONLY £12.99 

complete with handbook 


ALL ORDERS NORMALLY DESRATCHED WITHIN 48 HRS 

HOW TO ORDER.... 

HY PHONE 

BY POST 

BY PRESTEL/EflX 

E3 ® S 

\/ 

Prestel Rages * 25880000A 

0782 273815 

Send cheques/POs made 

Fax Orders 

24 hr Credit Card Line 

payable to ‘Datel Electronics’ 

0782 264510 j 


DAlEL 

ELECHOmO 


UNITS 8/9, DEWSBURY ROAD, FENTON INDUSTRIAL ESTATE, | 
FENTON, STOKE-ON-TRENT. TELEX: 


SALES ONLY 
0782 273815 


TECHNICAL ONLY 
0782 202258 


BUIE CHIP DRIVE • Fully C64/128 compatible. 

□ At last a top quality drive at a sensible 
price. 


□ Super slimline case 

□ External power supply for cool 
operation. 

□ Direct drive motor. 

□ Supplied complete with all cables 
- no more to buy. 

ULTRA 

CRUNCHER 

• The ultimate cartridge based 
program compactor 

□ Compacts by upto 30%! 

□ More programs for disk. 

□ 3 compacting programs on one 


□ Fast loading/saving routines - 
works with Disc Demon. 

□ Can even further compact AR m files! 

□ 250 block file copy function. 

□ Full DOS support including fast format. 

ONLY £ 12.99 on cartridge. 
Available as chip only for 256K 
Snperom Board for only €7.99 


□ This drive is now probably the most compatible drive available for the 
Commodore. More so than even Commodores own ‘1541C. Much more so 
than other so called compatibles. In fact we have been unable to find a 
program including the latest that would not work. (At time of Press). 

□ Ho need to look elsewhere - this is the best. 

ONLY £ 139.99 POST FREE 

(If yon require courier delivery add £8.00). 


FAST HACK'EM ™ 

• Multi Module Disk Kibbler - all on one disk. | 

Q Single 1541 Nibbler - Copy a disk in 2 minutes. 

□ AutoNibbler - Copy an entire protected disk in 3 minutes. 

□ Super fast File Copy - Under 9 seconds typically. 

□ Copes with Fat Tracks. 

□ Superfast Copy - Entire disk in 36 seconds with verify. 

□ Mi Drive Copier - Even faster! 

Q Plus unique “Parameters" mode. These files “Unlock” the more heavily 
protected programs with a parameter for a particular brand or even single 
program. 

□ Ho other product is such a good ‘All Rounder” at this price 
its unbeatable. 


ONLY £ 9.99 POST FREE 
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gash characters on some printers. 

The final possibility is a mains spike. If 
you turn your TV/monitor on aferthe 
printer, this can cause a spike even past 
a filter plug and many printers are very 
sensitive to spikes. The tell-tale sign will 
be that the gash characters are usually 
different, whereas with an incompatible 
initialisation process they are usually the 
same every time. Try turning the TV/ 
monitor on before the printer to see if 
this makes any difference. 


Emulator 


^ I was about to sell my 64 
and buy an A500, but I have 
been looking at the cost of the 
Amiga games programs and 
they are much more expensive 
than those for the 64.1 also 
have things like WP programs 
and spreadsheets on the 64 
which I still use quite a lot and 
it is going to cost a fortune to 
replace tnem with equivalent 
programs on the Amiga. I have 
heard rumours about a 
software program that allows 
you to run 64 programs on the 
Amiga. Is this possible and if so 
how much does it cost? 

T Evans, 

London N16 

The answer to your question is a 
qualified Yes'; there is a 64 emulation 
program available for the Amiga and it 
costs about £50. One reason why I 
qualify my answer is that the program is, 
as far as I know, only available in 
America, although I have no doubt that 
it won't be long before someone is is 
marketing it over here. The contact 
address if you are interested is 
Readysoft, PO Box 122, Lewisham, 
NY14092. 

The second reason for qualification is 
that you should not expect the same sort 
of performance from tne emulation as 
from your 64. In case that seems like a 
contradiction, you must remember that 
anything other than simple text (such as 
Sprites) has to be 'reconstructed' by the 
emulation program, thus slowing the 
processing down considerably. Thus 
arcade type games are unlikely to be 
successful when you run the*m on the 
Amiga. However, any WP programs or 
spreadsheets should be capable of 
being used without too much problem 
and data files can be ported across and 
then stored on the Amiga. 

One point to note is in order to 
transfer the software you must have a 
disk drive and the correct connecting 
cable. The cable allows the 1541 to be 
connected to the Amiga, although I 


don't know how any copy-protection 
may affect the running ot programs. The 
cable can be supplied with the program, 
which is called, by the way, The 64 
Emulator^ but then what else would they 
have called it? 


Hashed up 


0 I have a CBM 128 
computer with a parallel 
printer connected through an 
interface. When I use a word- 
processor I invariably get a 
aash characterprinted right at 
tne start of the first page. It's 
not too annoying as it only 
happens once, but I can't find 
out what is causing it—can 
you help? 

A. Murphy, 

There are at least two possible causes 
for this and a little experimentation 
should allow you to work out the 
probable one. Firstly, does the problem 
only occur with the word-processor 
program? If it does then it looks very 
much like the initialisation sequence in 
the printer driver. You need to check the 


printer manual for the correct sequence 
to 'resef the printer and then ensure that 
the printer driver for the word- 
processor sends the correct sequence 
before it does any printing. Also be 
careful of any files you may have ported 
across from a previous machine, or 
created for use with another printer; 
embedded control codes can also 
produce similar effects if you change 
printers to one which is not totally 
'control-code' compatible with your 
previous one (changing from a 
Commodore printer to a Epson-type 
printer is a classic example!). 

If however, the printer-produces the 
gash character irrespective of whether 
you are using the WP program or not, 
then suspect the interface. Some 
interfaces, expecially when in 
'Commodore Emulation' mode can 
actually alter the correct codes to the 
wrong codes when using certain switch 
settings; check the DIP switch settings if it 
has them. Some of the fancier interfaces 
also have their own initialisation 
sequence when they are powered up 
and this has been known to produce 


Print 

facilities 


V Please, please help me. I 
have a Commodore 64, a 1571 
drive, a Panasonic KX-P1081 
printer with a Turboprint GT 
interface and Easy Script. I 
would like to know if it is 
possible for me to use the 
facilities available on this 
printer, eg: italic, bold and 
emphasised printing as all the 
instructions use either LPRINT 
or PRINT#1. 

J.E. Paterson, 

Slough, 

Berks 

I assume that you are talking about the 
instructions given in your printer manual 












# Tips 


t 


showing you how to obtain the facilities 
with LPRINT etc. The fact is that it doesn't 
matter how the code (or ESCAPE) 
sequences are sent, it is the codes 
themselves that are important. Thus from 
a BASIC program, or in direct mode, 
you OPEN a channel to the printer and 
then PRINT the codes to the printer as if 
you were sending text, but with the 
codes being preceded by CHR$(27), 
which is the ASCII for the ESCape 
character. When using a word- 
processor you must ensure that the 
codes which the program sends out are 
the correct ones tor tne printer. 

There is a slight problem with Easy 
Script in that it is not possible to set up 
your own printer driver (at least, not on 
the original version I have) so if the 
printer you have doesn't emulate one of 
the options on the printer selection then 
you may not be able to get at all the 
facilities. If you can embed control 
codes within the text then this is one way 
round the problem, but with multi¬ 
character ESC sequences this can get 
very messy. For example, to get italic 
text on any Epson-compatible printer 
you must send the ESC sequence 
CHR$(27);CHR$(52); and then 
CHR$(27);CHR$(53); to turn it off again. 
These pairs of control chars would need 
to be inserted either side of the text you 
wanted to be printed in italics. 

Upgrader 

w I am thinking of 
upgrading to an Amiga 500 
from a C128.1 have read quite 
a lot about the actual technical 
specification, but there are 
several other matters that 
concern me: 

Firstly, price. I have heard 
rumours that the A500 is due to 
drop in price some time this 
year. If this is true, what is the 
new price likely to be? 

Also, I want to know how 
much cheaper (if at all) it will 
work out if I buy a monitor with 
the computer, as opposed to 
waiting and buying one later. 
Which monitor would be best to 
get if I want to display all the 
colours at a reasonable 
resolution, and have stereo 
sound (if this is possible 
without plugging the computer 
into a MIDI system). 

Lastly, I am quite worried 
about VIRUS, as it appears to 
be affecting several machines 
in my area, and I was 
wondering how serious it 
really is. I mean, is it worth 
buying an ST instead of an 
Amiga because of it, or can it 
be easily removed from the 
computer without much 
knowledge or machine code. 
Also, can it be found on any 
software? 


Adrian Joyce, 

Huntingdon 

I always make it a rule never to make 
predictions regarding the price of 
computers — that way lies madness and 
an inevitable barrage of complaints 
when Murph/s Law guarantees I get it 
wrong!! If the computer you want seems 
good value and you can afford it, then 
buy it. That said, there seems little 
likelihood of Commodore dropping the 
price this year. 

As for monitors, the Philips 8852 is 
very good, but if you buy a complete 
system including the monitor then you 
may be able to get a better 'all-in' deal 
on the A1081, Commodore's own 
monitor. I use an A1081 for all my 
computing, including a portable IBM- 
clone, ana find it more than adequate. If 
your really want good stereo sound, 
then you don't need a MIDI system, just 
a portable stereo cassette player. One 
of the problems with stereo sound on all 
the monitors is that the speakers face 
sideways rather than forwards. This can 
have the effect of upsetting the stereo 
image, so I always play my sound 
through a hi-fi instead. 

Lastly, the dreaded virus. The thing to 
fiber i: 


HPOIUYTREWQ 

And the J key; 

'LKHGFDSA 

Could you please explain 
this as it doesn't seem possible 
to program under the 
circumstances, I might add that 
all professional programs run 
fine. 

BHaig, 

Welwyn Garden City, 

Herts 

This is almost certainly due to a fault on 
the keyboard decoding chip or possibly 
the keyboard scanning circuit. Basically, 
the keyboard is split into a series of 
logical blocks and the keys are 
recognised by their position in a matrix 
of wires. Some of these wires, or 
connections, are common for all keys in 
a block and so the electronics scans 
through the keys looking for a signal on 
more than one connection to identify a 
unique key. However, if all the keys in a 
block appear to be giving a signal 
because of a fault, then you will get the 
effect you mention. You only mention 
notepad, but the same effect should 
occur no matter what program or 
routine you are in, if there really is a 
fault. 


remember is that a virus cannot pass 
through plastic!! If you buy commercial D , , 

software then check that the plastic seal r V °? ra T s j d ?, n ? f rec * u,re the use 
is unbroken; if it is then you are quite otthe * e 7 boar f! Wl11 couree run 
safe. The danger occurs when you 


'borrow' software from other people, 
whose disks may well be 
'contaminated'. However, most of the 
virus strains are easily removed and if 
you always keep the write protect tabs 
open on your disks except when you 
actually need to write to them, this will 
also help to avoid the virus spreading. 
Software swapping is definitely a major 
cause of spreading the problem, but if 
you limit your copying to disb you have 
purchased then you are quite safe. 

Decoder 


W Taking advantage of the 
Sept offer, I upgraded from my 
trusty 64 to the Amiga. 

Could you please explain 
whether there is a fault with 
this computer or is it something 
I am doing wrong, as neither 
Commodore UK themselves or 
the dealer are interested in 
replying to any of my letters. 

From the introduction book I 
tried typing in a message on 
the note pad, however 
everytime I pressed the M key 
the following happened. 

/.,MNBVCXZ< 

This appears to be printing 
out the full row where the 'M' 
resides. 

There is a key for each row 
like this. 

The U key produces the 
following; 


correctly, as will some which only 
require you to press 'a Ice/; ie: it is not 
bothered which key. Also, some 
programs take just the first key pressed 
and ignore any subsequent keys, and 
these will also run. However, this is of 
little consequence since there does 
appear to be a major fault and you 
should return the machine to the 
supplier for repair/replacement at the 
earliest opportunity. 

Cartridge 

query 

I'm a C64 owner and 
admittedly only use my 
Commodore for games. All the 
software is on cassette. Since I 
can't afford a disk drive my 
main gripe is that of painfully 
slow loading times. Therefore, 
is it possible to considerably 
quicken up loading times by 
using any of the cartridge 
systems, eg: the "Action 
Replay Mark IV". If so, which 
woulayou recommend and 
what speed gain would you be 
talking about, say for an 
average six minute loading 
time? 

Joseph McCabe, 

Belfast 

Both the 'Final Cartridge III' and 'Action 
Replay IV' contain a turbo loader for 
your cassettes. The actual choice is 


really whether you want the fancy 
programs of F-CIII or the monitor and 
Warp-25 option of the A-RIV. If you 
don't have a disk drive then many of the 
options on both cartridges are going to 
be wasted, so decide which options you 
want and then get the cartridge that 
provides them. 

One point to note when using turbo 
loaders is that your tape deck and tapes 
mustbe in good condition and correctly 
aligned in order to achieve consistant 
results. The actual gains that you can 
expect with either cartridge are 
between six and ten times, which means 
that your six minute program should 
load in under a minute. 

Mega 

enquiry 

^ After just saying good 
bye to my beloved CBM 1281 
am now on the verge of buying 
an A500 Amiga, but before I go 
rushing out and spend all my 
hard earned pennies on it, 
there are a few things I would 
like to know: 

1.1 have heard that 
Commodore is to launch a new 
A500 with one meg memory as 
standard, do you think it is 
better to buy the new machine 
or the old version with an A501 
ram pack? 

2. On the Amiga the A501 plugs 
into the underside of the 
machine giving 1 meg, is it 
possible to plug in more than 
one RAM pack, if so how 
many? 

3.1 own an Epson RX80, is it 
possible to connect this to the 
Amiga? 

P.S. Please can you print this 
letter, as it could mean the 
difference between an Amiga 
or an Atari 520 STFM. 

Leonard Costa, 

Nottingham 

My personal advice is to buy what is 
available. There will always be a better 
computer 'just around the comer'. 

The current version can only fit one 
A501 RAM pack, but there is now a 
new RAM board available for the A500 
which fits inside the computer and will 
allow up to 8 Mbytes of RAM to be 
fitted. Tne boards are the EXP range 
and come with 512 kbytes, 1 Mbyte or 
2 Mbytes of RAM. The last of these is the 
one mat can be expanded to the foil 


uga 


prices are around US$170 for the 512k 
version and US$400 for the 1 Mbyte 
version — I don't know the UK prices 
yet. As for the RX-80, this will fit the 
standard parallel port without any 
problem and should work quite happily 
with the FX-80 option in the printer 
driver selection. 


















r o o,v y 

r c # e 

op 





i§m , ff■ .> 

ilh t 1 ' 






_ y. i i 

ive* HApp6Nec»ro flVnr 

^iviuiseopouice M 77 ^ jJ 
. or 7 lirAI 1 -TV ? | 


y / 4M/e,rtgA|?Kg^t-£Trgg: 




























































































ACTIVISION] 


The UitimateWarrior 


RIAN 

ISO FAR. 


Drax has sworn 
likable doom on 


Call it a sequel... 

And you'll land up flat HE 

on your back. 

They called International 

Karate ‘the greatest Karate 

beat ’em up yet' (Commodore User). 

And who are we to argue? 

But ARCHER MACLEAN has come 
up with a stunner: A third fighter. An 
amazing animated background. New moves 
(including double head-kick and a spectacular 
backflip). Re-mixed music by ROB HUBBARD 
And balls! 

©1987 Archer Maclean ©1987 System 3 Software Ltd. 


The game where the nice 
guys don’t get a look in. 
Grab your way through Chicago, 
punch up New York, and jump 
on San Francisco. 
Three indescribably nasty characters 
which bear a remarkable likeness to King 
Kong, Godzilla and Wolf-man, need you to 
send them on a rampage in an enduring 150 days 
of destruction, through 50 different cities. 
TM & ©1986 Bally Midway MFG. Co. All rights reserved. 

Activision Inc. 


•rue guardians, the Princess will 
From the wastelands of the North, comes 
deadr^kil? 3 ^ 3 ^ 60 ' 3 m ' 3hty warrior ' wielding his broi 

ONLY YOU CAN £»*“* ° f Darkness a "« free the Princess? 
©Palace Software 1987 . 


In the kn 

vigilante there is n„ 

/7 ^ n< ? timc to think ~ but iook sharp - 
there is always time to die! From the city 
subways to the gangland ghettos you will 
always encounter the disciples of evil 
who's mission it is to exterminate the only 
man on earth who dares to throw down the 
guantlet in their path - the Renegade 
PLAY RENEGADE...PLAY MEAN! 
Licensed from ©Taito Corp., 1986. 


rnmn”2 Games original money-spinning coin-op, one or two players 
*f a <*-to-head over eight gruelling tracks and four levels of game difficulty 
onh!nr>f hazards and collect golden spanners which can be traded for vehicle- 
anri ? r fea * ures ~ the key to Su P er Sprint. With detailed animation 

Super s P r,nt brings the best driving excitement ever to be 
uerienced on home computers. 

& ©Atari Corporation 1986. All Rights Reserved. . 

| ©Electric Dreams Software 1987. 

ALSO AVAILABLE 
ON DISK 


AVAILABLE FOR: 


ONLY 


CASSETTE 


Ocean Software Limited ■ 6 Central Street • Manchester • M2 5NS • Telephone 061 832 6633 • Telex 669977 OCEANS G 
































































































